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, Description 

BACKGROUND OF THE INVENTION 

Field of the invention 5 

[0001] The present invention relates to a manipulator 
for game machine, and more particularly to a manipula- 
tor for game machine which is used in a television game 
machine, a video game machine with display, or the like fo 
to which a cartridge storing a game program is detach- 
ably attached and which executes the process for the 
game by reading out the game program from the car- 
tridge. 

15 

Description of the prior arts 

[0002] Manipulators for game machine (game con- 
trollers) to be used in television game or the like known 
hitherto include the joy stick type as disclosed in the Jap- 20 
anese Laid-open patent No. 58-225,515 (corresponding 
to USP No. 4,414,438; hereinafter called prior art 1), and 
the joy pad type as disclosed in the Japanese Laid-open 
Utility Model No. 4-42,029 (corresponding to USP No. 
5,207,426; hereinafter called prior art 2). In prior art 1, 25 
the main body housing is held by a non-dexterous hand, 
and a control rod (handle) is held by the dexterous hand, 
and by tilting the wrist in this state, the moving direction 
of the character is instructed. In prior art 2, on a flat hous- 
ing that can be held by both hands, a plurality of opera- -30 
tion switches for direction instruction and action instruc- 
tion are arranged. 

[0003] In prior art 1 , in order to manipulate the control 
rod by tilting the wrist,the main body must be always 
held stably. However, for use in the game, it is necessary 35 
to manipulate action instructing switches for instructing 
various actions, and usually these switches are provid- 
ed at the main body side, and are hence manipulated 
by the hand holding the main body, it is therefore difficult 
to hold the main body stably while manipulating the ac- "^o 
tion instructing switches, and it was hard to manipulate. 
If the action instructing switches are provided in the con- 
trol rod, since the direction is instructed by tilting the 
wrist, the hand is fatigued after a long use, and the con- 
trollability was poor. 45 
[0004] In prior art 2, it is designed to be held by both 
hands, and the operation switches can be manipulating 
without changing the palm holding state, and the prob- 
lems in prior art 1 were solved and stable manipulation 
was possible. However, since the shape is flat, it has 50 
few positions to be caught by hand or finger, and it often 
slips out of hands during operation, or the holding posi- 
tion may be deviated to cause deviation in the configu- 
ration of the switches and fingers, and misoperations 
are likely to occur, and it was necessary to hold the ma- 55 
nipulator correctly on every occasion of misoperation by 
viewing, and correct the configuration of switches and 
fingers. As a result, a continuously running game was 



inten^upted. and pleasant feel of manipulation was not 
obtained. In particular, when used in the game machine 
with a goggle type display unit, to correct the position 
deviation from fingers by viewing the manipulator, the 
game machine with display unit must be dismounted 
from the head, which was very bothersome. 
[0005] In a controller disclosed in the Japanese Laid- 
open Utility Model No. 4-104,893 (hereinafter called pri- 
or art 3), since a grip is formed in the manipulator of prior 
art 2. it does not slip off during operation or the holding 
position will not be deviated. In prior art 3. however, 
since the manipulation plane on which operation switch- 
es are formed projects ahead (to the player side)of the 
grip, the player must use by warping the thumb (in other 
words, by keeping the thumb root always in tense state), 
the thumb is fatigued and cannot withstand a long use. 
Besides, since the root of the thumb is always in tense 
state, the moving range of the thumb is limited, and the 
feel of manipulation is not pleasant. 

SUMMARY OF THE INVENTION 

[0006] Therefore, a principal object of the present in- 
vention is to provide a novel manipulator for a game ma- 
chine. 

[0007] Another object of the present invention is to 
provide a manipulator having a good operability. 
[0008] According to the present invention there is pro- 
vided a game controller which is adapted to be used with 
a video game machine and comprises a first operating 
portion provided in a first operating region; a second op- 
erating portion provided in a second operating region; a 
first handle formed in a manner projecting in use from a 
lower portion of said first operating region toward the 
front of a player; and a second handle formed in a man- 
ner projecting in use from a lower portion of said second 
operating region toward the front of the player, wherein 
said first handle and said second handle are grippable 
by left and right hand palms of the player, said first op- 
erating portion and said second operating portion are 
arranged for operation by left and right hand thumbs, 
and at least one of said first and second operating por- 
tions is arranged for designating a direction in move- 
ment of an object of a game by player's operation char- 
acterized in that the controller further comprises a hous- 
ing on which said first operating region and said second 
operating region are integrally provided laterally adja- 
cent to each other in the same plane and that said first 
operating region and said second operating region are 
formed to be lowered in relation to portions at which the 
thumb roots are positioned on said first handle and said 
second handle. 

[0009] The player holds the first grip by one hand, and 
holds the second grip by the other hand. In the grip hold- 
ing state, the thumb of the player draws a spontaneous 
arc along the step formed between the grip and the op- 
erating region, and is positioned on the first and second 
operation regions. 



35 



40 



45 



50 



3 



EP 0 695 566 B1 



4 



[0010] According to embodiments of the present in- 
vention, the player holds in the grip catching state, and 
hence can hold more securely as compared with a ma- 
nipulator in a flat shape held by both palms. It is further 
structured to be caught easily by hand and fingers, and 
dropping of the manipulator during use or deviation of 
holding position are avoided, thereby allowing to contin- 
ue to manipulate stably without having to look at the 
hands or change the holding position corectly, and mi- 
soperation due to deviation of configuration of switches 
and fingers can be prevented, 
[0011] Moreover according to embodiments of the 
present invention, between the grip and operating re- 
gion, a step is formed so as to be lower than the thumb 
root position of the player in the grip, so that the thumb 
draws a spontaneous arc along the step. As a result, 
any excessive load is not applied to the thumb, and the 
fatigue is less if used for a long time. 
[0012] Furthermore, according to a fourth aspect of 
the invention, the front, rear, left and right directions, and 
upper, lower, right slant and left slant directions can be 
instructed, so that directions can be instructed in a three- 
dimensional space. 

[0013] The above described objects and other ob- 
jects, features, aspects and advantages of the present 
Invention will become more apparent from the following 
detailed description of the present invention when taken 
in conjunction with the accompanying drawings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0014] 

Fig. 1 is a front perspective view of a manipulator 
for game machine in an embodiment of the inven- 
tion; 

Fig, 2 is a rear perspective view of the embodiment 
in Fig. 1; 

Fig. 3 is a concept diagram showing four moving 

directions, front, rear, left and right; 

Fig. 4 is a concept diagram showing four moving 

directions, up, down, right slant and left slant; 

Fig. 5 is a perspective view showing an operation 

state as seen from the front side in Fig. 1; 

Fig. 6 is a perspective view showing an operation 

state as seen from the rear side in Fig. 1; 

Fig. 7 is a diagram showing an operation state as 

seen from side in Fig. 1; 

Fig. 8 is a front perspective view of a manipulator 
for game machine in other embodiment of the in- 
vention; 

Fig. 9 is a rear perspective view of the embodiment 
in Fig. 8; and 

Fig. 10 is a side view of the embodiment in Fig. 8, 



DETAILED DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

[0015] Fig.1 and Fig. 2 are perspective views showing 
5 a manipulator for game machine in an embodiment of 
the invention, and specifically Fig. 1 is a perspective 
view from the front side, and Fig. 2 is a perspective view 
from the rear side. 

[0016] In the diagrams, a manipulator for game ma- 
10 chine (hereinafter called controller) 10 contains a hous- 
ing 11. The housing 11 is roughly composed of a right 
handle 1 2R, a left handle 1 2L, and a coupling 1 3 for cou- 
pling them. Inside the housing 11 is accommodated a 
board in a proper shape (not shown) in which desired 
15 conductive circuit patterns are formed by printed wiring 
or the like, 

[0017] The right handle 12R and left handle 12L re- 
spectively comprise grips 14R, 14L to be held by the 
middle, ring and little fingers of the player, and a direc- 

20 tion instructing switch for right hand 1 5R and a direction 
instructing switch for left hand 15L for instructing the 
moving direction of characters (hero and others) of the 
game, being disposed in the thumb position area of the 
player in the upper portions of the grips 14R, 14L, The 

25 direction instructing switch for right hand 15R compris- 
es, for example, a cross key top 1 5r capable of instruct- 
ing four orthogonal directions, that is, front, rear, left and 
right directions shown in Fig. 3, and further comprises 
four pressing pads corresponding to the four directions. 

30 The direction instructing switch for left hand 15L com- 
prises, for example, a cross key top 151 capable of in- 
structing four directions, that is, upper, lower, right slant 
and left slant directions shown in Fig, 4, and further com- 
prises four pressing pads corresponding to the four di- 

35 rections. 

[0018] The grips 14R, 14L have concave and convex 
parts to be matched with the fingers of the player when 
held, and a pleasant feel of holding is realized. In the 
index finger position areas of the player in the upper por- 

40 tions of the rear side of the grips 14R, 14L (in other 
words, the rear sides of the locations of the direction 
instructing means for right hand 15R and direction in- 
structing means for left hand 15L), action instructing 
switches 16R, 16L (see Fig. 2) are formed. These action 

45 instruction switches 16R, 16L differ with the game pro- 
gram, and are used for instructing actions of characters 
such as "run" and "jump" except for the moving direc- 
tion. In the boundary areas of the action instructing 
switches 1 6R, 1 6L and grips 14R, 14L, protrusions 1 7R, 

50 17L are formed, on which the index fingers can be 
placed when not manipulating the action instoicting 
switches 16R, 16L, and they also function as the guides 
for defining the moving direction of the index fingers at 
the time of manipulation. 

55 [0019] The coupling 13 further comprises a power 
source unit 13V. a right coupling 13R for coupling the 
power source unit 13V and right handle 12R. and a left 
coupling 1 3L for coupling the power source unit 1 3V and 
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left handle 12L. A dry cell or a battery is placed in the 
power source unit 13V, and when a dry cell is used, a 
battery lid is formed at proper position. When a re- 
chargeable battery is used, an external input terminal 
for connecting with a commercial AC power source de- 
tachably or firmly with a cord or the like is exposed at a 
position not disturbing the manipulation of the player (for 
example, in the bottom of the power source unit 13V), 
and is covered with a lid or the like if necessary. It may 
be also constituted so that both dry cell and battery can 
be used. 

[0020] The AC adapter for converting the commercial 
AC power source into DC may be either provided exter- 
nally by using a cord, or incorporated in the power 
source unit 13V. When it is constituted to supply current 
through a cord by extemally attaching an AC adapter, 
the overall weight of the controller 10 can be reduced, 
and hence the fatigue of the arms in long use can be 
alleviated. Or, when using by putting on a table or the 
like or the weight may be ignored, the overall weight of 
the controller 10 may be increased by incorporating the 
AC adapter, and hence the center of gravity is stabilized 
to prevent shaking during manipulation, so that a stable 
feel of manipulation may be realized. 
[0021] In the right coupling 13R, switches 18A, 18B, 
18C are formed so as to instruct three actions, different 
from those of the action instructing switches 16R, 16L, 
such as "punch," "kick" and "throw." In the left coupling 
13L, a start switch 19A for instructing to start the game, 
and a select switch 19B for selecting the games are 
formed. 

[0022] In this embodiment, in order that the switches 
ISA, 18B, 18C, 19A, and 19B may be arranged within 
the accessible range of the thumbs, the coupling 13 is 
coupled near the upper end of the handle 12 in which 
the direction instructing switch 15 is formed, but as far 
as the switches 18A, 18B. 18C, 19A, and 19B may be 
arranged within the accessible range of the thumbs, it 
is not always necessary to coupling the coupling 1 3 near 
the upper end of the handle 12. Otherwise, when the 
operating region for forming the direction instructing 
switch 15 is wide and the switches 18A, 18B. 18C, 19A, 
and 19B are arranged in this area, the coupling position 
of the coupling 13 with the handle 12 is not particularly 
limited. 

[0023] The direction instructing switch for right hand 
15R and direction instructing switch for left hand 15L 
comprise cross key tops 15r, 151 as mentioned above. 
The direction instructing switches including these key 
tops 1 5r, 1 51 are disclosed, for example, in the Japanese 
Utility Model Publication No. 3-13,951 (USP No. 
4,687,200). That is, in the lower parts of the key tops 
15r, 151. rubber contacts (not shown) forming four con- 
tacts are respectively an-anged, and each rubber con- 
tact is composed on a board (not shown) in which con- 
tact circuits are formed. By pressing any one of a total 
of eight pressing pads of the key tops 15r and 151. the 
four contacts each or eight contacts in all and the contact 



circuits are electrically connected, and a signal instruct- 
ing any one or combined direction of eight directions of 
front, rear, left, right, upper, lower, right slant and left 
slant directions is picked up. thereby acting as a switch 

5 for instoicting a three-dimensional direction. The key 
tops 15r. 151 are put in the housing 11 with the pressing 
pads exposed, and the board is placed near the bottom 
of the key tops 15r, 151 in the housing 11. 
[0024] Incidentally, if the character manipulated by 

10 the controller 10 of the invention is an airplane as shown 
in Figs. 3 and 4, its three-dimensional move instructing 
direction consists of eight directions as mentioned 
above, but depending on the character in question, the 
three-dimensional move instructing direction is com- 

15 posed of different combinations, and the combinations 
are controlled by the game program. As the three-di- 
mensional move instructing directions aside from those 
mentioned above may include, for example in a human 
character, eight directions, front, rear, left, right, jump, 

20 squat, face right, and face left. 

[0025] The switches 16R, 16L, 18A, 18B, 18C, 19A. 
19B are respectively composed of key tops 16r, 161, 18a, 
18b, 18c, 19a, 19b stored with their pressing pads ex- 
posed from the housing 11 , rubber contacts (not shown) 

25 disposed in the lower part of each key top. and a board 
(not shown) on which rubber contacts are placed and 
contact circuits are formed. 

[0026] Fig. 5 and Fig. 6 are diagrams showing the op- 
eration state of the controller 10 of the invention. The 

30 player holds the right grip 14R and left grip 14L by the 
right hand and left hand, respectively. At this time, the 
middle, ring and little fingers of the player are curved 
along the per-formed convex and concave parts, so that 
the player can hold the controller 10 firmly. The index 

35 fingers are positioned above the protrusions 17R, 17L 
formed in the upper parts of the grips 14R, 14L, and are 
used for manipulating the action instructing switches 
16R, 16L. Usually, the index fingers rest on the protru- 
sions 17R, 17L, and when manipulating the action in- 

40 structing switches 16R, 16L, they are moved along the 
protnjsions 17R, 17L. The thumbs are located on the 
key tops 15r, 151 while gripping the grips 14R, 14L, and 
presses down the pressing parts by tilting in the desired 
input direction. As a result, the con^esponding contact is 

45 connected, and a desired direction instructing signal 
(pulse signal) is picked up. Besides, by slightly shifting 
the right thumb to the inside, the action instructing 
switches 18A, 18B, 18C can be pressed. 
[0027] Meanwhile, as shown in Fig. 7, in the controller 

50 10 of the invention, since a step d is provided between 
the grip 14 and the operating region forming the direc- 
tion instructing switch 1 5, when the player holds the con- 
troller 10, the thumb draws a spontaneous arc along the 
step d. Accordingly, the thumb is free to move, without 

55 being warped, loaded with an excessive force, or kept 
always in tense state, so that fatigue is less if used for 
a long time. 

[0028] More preferably, the interval or opening of the 
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< grips 14R, 14L may be freely adjustable depending on 
the individual difference of the player, by providing a 
shaft 20 penetrating from the surface of the right cou- 
pling 1 3R and left coupling 1 3L to the back of the power 
source unit 13V. Or, relating to the right coupling 13R 
and left coupling 1 3L, a gear may be provided to engage 
with each other, and the right and left sides may be 
opened or closed simultaneously, or the opening angle 
may be adjustable in multiple steps. 
[0029] Fig. 8 and Fig. 9 are diagrams showing a ma- 
nipulator for game machine in other embodiment of the 
invention, and specifically Fig. 8 is a perspective view 
seen from the surface, and Fig. 9 is a perspective view 
seen from the back side. 

[0030] A controller 50 in the embodiment in Fig. 8 
comprises a housing 51, same as the controller 10 in 
the embodiment in Fig. 1. The housing 51 is roughly 
composed of a right handle 52R, a left handle 52L, and 
a coupling 53 for coupling them. Inside the housing 51 
is accommodated a board in a proper shape (not shown) 
in which desired conductive circuit pattems are formed 
by printed wiring or the like. 

[0031] The right handle 52R and left handle 52L re- 
spectively comprise grips 54R, 54L, direction instructing 
switch for right hand 55R, and direction instructing 
switch for left hand 55L, and the direction instructing 
switches 55R and 55L further comprise cross key tops 
55r. 551. 

[0032] The grips 54R, 54L have convex and concave 
parts to match with the fingers of the player, and action 
instructing switches 56R, 56L are formed in the index 
finger position areas of the player in the upper parts of 
the back side of the grips 54R, 54L In the embodiment 
in Fig. 1 , the index fingers are positioned by forming pro- 
trusions 17R, 1 7L in the boundary parts of the grips 14R, 
14L and action instructing switches 16R, 16L, but in the 
embodiment in Fig. 8, the forming regions of the action 
instructing switches 56R, 56L are inclined by a certain 
angle to the grips 54R, 54L and direction instructing 
switches 55R, 55L, thereby defining the index fingers so 
as not to deviate in the direction toward the grips 54R, 
54L, and the index fingers are further positioned by 
forming a recess around the action instructing switches 
56R, 56L 

[0033] The coupling 53 comprises a power source 
unit 53V, a right coupling 53R. and a left coupling 53L 
In the embodiment in Fig. 8, by widening the operating 
regions for forming the direction instructing switches 
55R, 55L, they serve also as the right coupling 53R and 
left coupling 53L. The power source unit 53V comprises 
a power source case 60 detachable from the housing 
51, and a base 61 of the housing 51 side for detaching 
or attaching the power source case 60. In the power 
source case 60, a dry cell or a rechargeable battery is 
placed. In the base 61 , an engaging pawl 62 and an en- 
gaging bump 63 are formed for engaging and holding 
the power source case 60. By contrast, at the power 
source case 60 side, an engaging groove 64 corre- 



sponding to the engaging pawl 62, and an engaging re- 
cess (not shown) to be engaged with the engaging bump 
63 are formed. 

[0034] A terminal 70 for electrically connecting with 
5 the power source case 60 is formed in the base 61 , and 
also a terminal 71 for connecting the power cord when 
not attaching and using the power source case 60 is 
formed, so that the player may attach and use the power 
source case 60, or use the power cord by detaching it, 
10 as desired. When the power source case 60 is attached, 
the tenminal 71 for power source cord is covered with 
the power source case 60 so as not to be exposed out- 
side. 

[0035] In the right coupling 53R, action instructing 

15 switches 58A, 58B for instructing actions different from 
the action instructing switches 56R, 56L are formed, and 
the left coupling 53L forms a start switch 59A and a se- 
lect switch 598. The direction instructing switches 55R, 
55L, the action instructing switches 56R. 56L, 58A, 58B, 

20 start switch 59A and select switch 59B are composed 
of, same as in the embodiment in Fig. 1, key tops 53r, 
531. 56r, 561, 58a, 58b, 59a, 59b, njbber contacts (not 
shown) formed in the lower part of each key top, and the 
board (not shown) on which rubber contacts are placed 

25 and contact circuits are formed. 

[0036] Moreover, as shown in Fig. 10, also in the em- 
bodiment in Fig. 8, a step d is formed between the grip 
54 and the operating region for forming the direction in- 
structing switch 55, Accordingly, when the player holds 

30 the controller 50, the thumb draws a spontaneous arc 
along the step d, and is free to move without being 
warped, applied with an excessive load, or kept always 
in a tense state, so that the fatigue is less if used for a 
long time. 

35 [0037] In the foregoing embodiments of the invention, 
the move direction instructions in a three-dimensional 
game are mentioned, but in a game enough with two- 
dimensional direction instructions only not requiring 
three-dimensional direction instructions, the moving di- 

40 rection of the object character may be instructed in one 
cross key, and the direction of the elements accompa- 
nying the character may be instructed in the other cross 
key. For example, in a game using soldiers as charac- 
ters, the soldier moving direction is instructed by one 

45 cross key, and the firearm direction may be instructed 
by the other cross key. Furthermore, in an object driven 
independently in the right and left driving wheels such 
as war tank, the left drive wheel may be manipulated by 
the direction instructing switch for left hand 15L (55L), 

50 and the right drive wheel may be manipulated by the 
direction instructing switch for right hand 15R (55R). 
[0038] Although the present invention has been de- 
scribed and illustrated in detail, it is clearly understood 
that the same is by way of illustration and example only 

55 and is not to be taken by way of limitation, the scope of 
the present invention being limited only by the terms of 
the appended claims. 
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Claims 

1. A game controller (10,50) which is adapted to be 
used with a video game machine and comprises a 
first operating portion (15L, SSL) provided in a first 
operating region; a second operating portion (15R, 
55R) provided in a second operating region; a first 
handle (14L, 54L) formed in a manner projecting in 
use from a lower portion of said first operating re- 
gion toward the front of a player; and a second han- 
dle (14R, 54R) formed in a manner projecting in use 
from a lower portion of said second operating region 
toward the front of the player, wherein said first han- 
dle and said second handle are grippable by left and 
right hand palms of the player, said first operating 
portion and said second operating portion are ar- 
ranged for operation by left and right hand thumbs, 
and at least one of said first and second operating 
portions is arranged for designating a direction in 
movement of an object of a game by player's oper- 
ation characterized in that the controller further 
comprises a housing (11,51) on which said first op- 
erating region and said second operating region are 
integrally provided laterally adjacent to each other 
in the same plane and that said first operating re- 
gion and said second operating region are fonned 
to be lowered in relation to portions at which the 
thumb roots are positioned on said first handle and 
said second handle. 

2. A game controller according to claim 1 character- 
ized in that said first handle and said second handle 
have respective front surfaces each inclined rela- 
tive to an associated one of said first and second 
operating regions. 

3. A game controller according to claim 2 character- 
ized in that the respective front surfaces of said first 
and second handles are formed in an arcuate form. 

4. A game controller according to any one of claims 1 
to 3 characterized in that said first operating portion 
and said second operating portion respectively 
comprise switches for designating a direction in 
movement of the object. 

5. A game controller according to claim 4 character- 
ized in that said first operating portion comprises a 
switch for designating a direction in movement of 
the object in four orthogonal directions, and said 
second operating portion comprises a switch for 
designating a direction different from that of said 
first operating portion. 

6. A game controller according to claim 5 character- 
ised in that said first operating region and said sec- 
ond operating region of said housing respectively 
have recesses for exposing cross-shaped key tops 



of the first operating portion and the second oper- 
ating portion respectively. 

7. A game controller according to any one of claims 1 
5 to 6 characterized by further comprising a third op- 
erating region provided between said first operating 
region and said second operating region in said 
housing, and said third operating region being pro- 
vided with a start switch (19A,59A) for designating 

^0 the start of the game. 

8. A game controller according to claim 7 character- 
ized in that said first operating portion and said sec- 
ond operating portion, as said housing is viewed In 

^5 plan, have respective centres placed at the same 
vertical locations, and said start switch provided in 
said third operating region, as said housing is 
viewed in plan, being placed at a location vertically 
lower than said first operating portion or said sec- 

20 ond operating portion. 

9. A game controller according to any one of claims 1 
to 6 characterized in that the controller further com- 
prises a third operating portion (16R,S6R) and a 

25 fourth operating portion (16L,56L) respectively pro- 
vided in said housing at locations within reach in use 
of left and right hand index fingers on a surface dif- 
ferent from the surfaces of said first operating re- 
gion and said second operating region, in a state in 

30 which the player is holding said housing by left and 
right hands. 

10. A game controller according to any one of claims 1 
to 9 characterized in that said housing is arranged 

35 such that, when said housing is placed on an arbi- 
trary plane, said first operating region and said sec- 
ond operating region are almost parallel with the 
plane in which said housing is placed. 

40 11, A game controller according to claim 10 character- 
ised in that said third operating portion and said 
fourth operating portion are for designating opera- 
tion other than the direction of movement of the ob- 
ject. 

45 

Patentanspruche 

1 . Spiel-Steuerung (10, 50), die zum Gebrauch mit ei- 
50 nem Video-Spielgerat eingerichtet ist und ein erstes 
Bedienteil (15L, SSL) aufweist, das in einem ersten 
Bedienbereich vorgesehen ist; ein zweites Bedien- 
teil (1 5R, 55R), das in einem zweiten Bedienbereich 
vorgesehen ist; einen ersten Griff (14L, 54L), der 
55 derart ausgebildet ist, dass er sich bei Gebrauch 
von einem unteren Abschnitt des ersten Bedienbe- 
reiches in der Richtung der Spietervorderseite er- 
streckt; und einen zweiten Griff (14R. 54R), der der- 
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art ausgebildet ist, dass er sich bei Gebrauch von 
einem unteren Abschnitt des zweiten Bedienberei- 
ches in Richtung der Spielervorderseite erstreckt, 
wobei der erste Griff und der zweite Griff durch die 
linke und rechte Handflache des Spielers greifbar 5 
sind. das erste Bedienteii und das zweite Bedlenteii 
zur Bedienung durch die Daumen der linken und 
rechten Hand eingerlchtet sind, und mindestens ei- 
nes von den ersten oder zweiten Bedienteilen zur 
Bestimmung einer Bewegungsrichtung eines Spiel- fo 
Objektes durch eine Spieleraktion eingerichtet ist, 
dadurch gekennzeichnet, dass die Steuerung uber- 
dies ein Gehause (11 , 51) aufweist, auf dem der er- 
ste Bedienbereich und der zweite Bedienbereich, 
sich in derselben Ebene seitlich zueinander an- i5 
grenzend, einstuckig vorgesehen sind, und dass 
der erste Bedienbereich und der zweite Bedienbe- 
reich relativ zu Abschnitten herabgesetzt sind, an 
denen die Daumenwurzein auf dem ersten Griff und 
dem zweiten Griff angeordnet sind. 20 

Spiel-Steuerung nach Anspruch 1, 
dadurch gekennzeichnet, dass der erste Griff und 
der zweite Griff jeweilige Frontflachen besitzen, die 
jewells relativ zu einem der zugeordneten ersten 25 
und zweiten Bedienbereich geneigt sind. 

Spiel-Steuerung nach Anspruch 2, 
dadurch gekennzeichnet, dass die jeweiligen Front- 
flachen des ersten und zweiten Griffs bogenformig 30 
ausgebildet sind. 

Spiel-Steuerung nach einem der Anspruche 1 bis 3, 
dadurch gekennzeichnet, dass das erste Bedienteii 
und das zweite Bedienteii jewells Schalter aufwei- 35 
sen, urn eine Bewegungsrichtung des Objekts zu 
bestimmen. 

Spiel-Steuerung nach Anspruch 4, 
dadurch gekennzeichnet, dass das erste Bedienteii 40 
einen Schalter aufweist, um eine Bewegungsrich- 
tung des Objekts in vierorthogonale Richtungen zu 
bestimmen, und das zweite Bedienteii einen Schal- 
ter aufweist, um eine von der des ersten Bedienteils 
unterschiedliche Richtung zu bestimmen. 

Spiel-Steuerung nach Anspruch 5, 
dadurch gekennzeichnet, dass der erste Bedienbe- 
reich und der zweite Bedienbereich des Gehauses 
jeweils Aussparungen besitzen, um jeweils kreuz- so 
formige Tastenaufsatze des ersten Bedienteils und 
des zweiten Bedienteils freizulegen. 

Spiel-Steuenjng nach einem der Anspruche 1 bis 6. 
dadurch gekennzeichnet, dass sie des Weiteren ei- 55 
nen dritten Bedienbereich aufweist, der zwischen 
dem ersten Bedienbereich und dem zweiten Be- 
dienbereich in dem Gehause vorgesehen ist, und 



der dritte Bedienbereich mit einem Start-Schalter 
(19A, 59A) zur Bestimmung des Spielstarts verse- 
hen ist. 

8. Spiel-Steuerung nach Anspruch 7. 

dadurch gekennzeichnet, dass das erste Bedienteii 
und das zweite Bedienteii bei einer Betrachtung des 
Gehauses in der Ebene jeweilige Zentren besitzen, 
die an denselben vertikalen Stellen angeordnet 
sind, und der in dem dritten Bedienbereich vorge- 
sehene Start-Schalter bei einer Betrachtung des 
Gehauses in der Ebene an einer Stelle angeordnet 
ist, die vertikal tiefer liegt als das erste Bedienteii 
Oder das zweite Bedienteii. 

9. Spiel-Steuerung nach einem der Anspruche 1 bis 6. 
dadurch gekennzeichnet, dass die Steuerung uber- 
dies ein drittes Bedienteii (1 6R, 56R) und ein viertes 
Bedienteii (16L, 56L) aufweist, die jeweils in dem 
Gehause an Stelien auf einer Oberflache bei Ge- 
brauch innerhalb der Reichweite des linken und 
rechten Zeigefingers vorgesehen sind, die sich von 
den Oberflachen des ersten Bedienbereiches und 
des zweiten Bedienbereiches unterscheidet, in ei- 
nem Zustand, in dem der Spieler das Gehause mit 
der linken und rechten Hand halt. 

10, Spiel-Steuerung nach einem der Anspruche 1 bis 9, 
dadurch gekennzeichnet, dass das Gehause derart 
angeordnet ist, dass, wenn das Gehause auf einer 
beliebigen Ebene angeordnet ist, der erste Bedien- 
bereich und der zweite Bedienbereich mit der Ebe- 
ne fast parallel sind, in der das Gehause angeord- 
net ist. 

11, Spiel-Steuemng nach Anspruch 10. 

dadurch gekennzeichnet, dass das dritte Bedienteii 
und das vierte Bedienteii fur eine andere Funktion 
als zur Richtungsbestimmung der Bewegung des 
Objekts bestimmt sind. 



Revendications 

1. Commando de jeu (10,50) destinee a etre utilisee 
avec une machine de jeu video et qui comprend une 
premiere partie d'actionnement (15L, 55L) pr6vue 
dans une premiere region d'actionnement; une se- 
conde partie d'actionnement (15R, 55R) pr6vue 
dans une seconde region d'actionnement; un pre- 
mier manche (14L, 54L) form6 de fa9on a faire 
saillie lorsqu'il est utilise depuis une premiere partie 
inferieure de ladite premiere region d'actionnement 
en direction de la face d'un joueur; et un second 
manche (14R, 54R) forme de fagon a faire saillie 
lorsqu'il est utilise depuis une premiere partie de la- 
dite seconde region d'actionnement en direction de 
la face du joueur, ou ledit premier manche et ledit 
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second manche peuvent etre saisis par les paumes 
gauche et droite du joueur, ladite premiere partie 
d'actionnement et ladite seconde partie d'actionne- 
ment sont disposees de fa9on d etre actionnees par 
les pouces gauche et droit de la main, et au moins 
I'une desdites premiere et seconde parties est dis- 
posee de fa^on a indiquer une direction de mouve- 
ment d'un objet d'un jeu sous I'effet de Paction du 
joueur, caracterisee en ce que ladite commande 
comprend en outre un boitier (11,51) sur lequel la- 
dite premiere region d'actionnement et ladite se- 
conde region d'actionnement sont formees integra- 
lement lateralement adjacentes I'une d I'autre dans 
le meme plan et en ce que ladite premiere region 
d'actionnement et ladite seconde region d'actionne- 
ment sont formees de fagon ^ etre abaissees par 
rapport aux parties sur lesquelles sont positionnees 
les racines du pouce sur le premier manche et sur 
le second manche. 

2. Commande de jeu selon la revendication 1 , carac- 
terisee en ce que ledit premier manche et ledit se- 
cond manche comportent des surfaces frontales 
respectives qui sont chacune inclin6es par rapport 
a I'une associee desdites premiere et seconde re- 
gions d'actionnement. 

3. Commande de jeu selon la revendication 2, carac- 
terisee en ce que les surfaces frontales respectives 
dudit premier et second manches sont formees sui- 
vant une forme courbe. 

4. Commande de jeu selon I'une quelconque des re- 
vendications 1 d 3, caracterisee en ce que ladite 
premiere partie d'actionnement et ladite seconde 
partie d'actionnement comprennent chacune des 
commutateurs pour indiquer une direction de mou- 
vement de Tobjet. 

5. Commande de jeu selon la revendication 4, carac- 
terisee en ce que ladite premiere partie d'actionne- 
ment comprend un commutateur pour indiquer une 
direction de mouvement de I'objet dans quatre di- 
rections orthogonales, et ladite seconde partie d'ac- 
tionnement comprend un commutateur pour indi- 
quer une direction differente de celle de ladite pre- 
miere partie d'actionnement. 

6. Commande de jeu selon la revendication 5, carac- 
terisee en ce que ladite premiere region d'actionne- 
ment et ladite seconde region d'actionnement dudit 
boitier comprennent respectivement des cavltes 
pour presenter des sommets de touche en forme 
de croix de la premiere partie d'actionnement et de 
la seconde partie d'actionnement respectivement. 
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prend en outre une troisieme region d'actionnement 
prevue entre ladite premiere region d'actionnement 
et ladite seconde region d'actionnement dans ledit 
boitier. et ladite troisieme region d'actionnement 
5 comporte un commutateur de mise en route (19A, 
59A) pour indiquer le debut du jeu. 

8, Commande de jeu selon la revendication 7, carac- 
terisee en ce que ladite premiere partie d'actionne- 

^0 ment et ladite seconde partie d'actionnement, ledit 
boitier etant vu en plan, presentent respectivement 
des centres ayant le meme emplacement vertical, 
et ledit commutateur de mise en route prevu dans 
ladite troisieme region d'actionnement, ledit boitier 

15 etant vu en plan, est place en un emplacement ver- 
tlcalement inferieur a ladite premiere partie d'ac- 
tionnement ou a ladite seconde partie d'actionne- 
ment. 

20 9, Commande de jeu selon I'une quelconque des re- 
vendications 1 a 6, caracterisee en ce que la com- 
mande comprend en outre une troisieme partie 
d'actionnement (16R, 56R) et une quatrieme partie 
d'actionnement (16L, 56L) respectivement prevues 

25 dans ledit boitier en des emplacements e la portee 
en utilisation des index des mains gauche et droite 
sur une surface differente des surfaces de ladite 
premiere region d'actionnement et de ladite secon- 
de region d'actionnement, dans un etat dans lequel 

30 le joueur tient ledit boTtier au moyen des mains gau- 
che et droite. 

10. Commande de jeu selon I'une quelconque des re- 
vendications 1 d 9. caracterisee en ce que ledit boi- 

35 tier est dispose de telle fagon que, lorsque ledit boi- 
tier est place sur un plan arbitraire, ladite premiere 
region d'actionnement et ladite seconde region 
d'actionnement sont presque paralleles au plan 
dans lequel est place ledit boitier. 

40 

11 , Commande de jeu selon la revendication 10, carac- 
terisee en ce que ladite troisieme partie d'actionne- 
ment et ladite quatrieme partie d'actionnement sont 
prevues pour un actionnement autre que celui de la 

45 direction du mouvement de I'objet. 
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7. Commande de jeu selon I'une quelconque des re- 
vendications 1 ^ 6, caracterisee en ce qu'elle com- 
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